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RUMBLE PAK 


GAME BOY 
RUMBLE PAK 


Game Boy® Rumble Pak® Function 


This Game Pak has a built-in rumble feature that allows you to experi- 
ence real-time feedback when used with the Game Boy® COLOR. 


Before using the Game Boy Rumble Pak, install the battery as follows: 


Note: The game play features of this Game Pak will operate when loaded 
into any Game Boy COLOR, but the rumble vibrations will only be felt 
when the battery has been installed. 


Caution: Make sure to remove the Game Boy Rumble PAK from the Game 
Boy COLOR when inserting or removing the battery. 


1. Remove the battery cover and insert one AAA battery as shown. 
Make sure to use only fresh alkaline batteries. Do not use nickel- 
cadmium batteries (rechargeable type). 


2. Replace the battery cover. Load the Game Rumble Pak into any 
Game Boy COLOR, then turn the Game Boy on. 


NOTE: When the game is Paused you may toggle the rumble feature On 
or Off by pressing SELECT. The new setting will take effect after game- 
play is resumed. 


INTRODUCTION 


Welcome to NASCAR® Challenge! Now you can experience the thrill 
of NASCAR racing, right in the palm of your hand! With NASCAR 
Challenge, compete against nine of the best racers on today's circuit 
on three different tracks. Choose Practice Mode to get the feel of 
your car, then choose Race Mode to qualify and compete for the top 
position on each track. Then when your ready to go head to head 
with some of the best NASCAR drivers, try the challenge of the the 
circuit. 


So are you ready for a challenge? 


© 1999 Hasbro Interactive, Inc. 
© 1999 Hasbro Inc. All Rights Reserved. 
NASCAR® Challenge is officially licensed by NASCAR® 
NASCAR® and the NASCAR logo are registered Trademarks of 
the National Association for Stock Car Auto Racing, Inc. 


ON YOUR MARK! 


Make sure your Nintendo® Game Boy® COLOR 
is turned off, then plug the NASCAR Challenge 
Game Pak into the Nintendo® Game Boy® COLOR. 


Turn on your Game Boy® COLOR. Ina few 
moments the Title screen will appear. 
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Press START to start the game. 
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CONTROLLER FUNCTIONS 


Control Pad A Button 


SELECT 
B Button 


START 


NOTE: To return to the Title Sreen during the game... 
Press SELECT, START, A Button and B Button simultaneously 


GAME SETUP 


This screen allows you to select either Race or Practice Mode, turn on 
or off the Music, and turn on/off the Rumble Pak Feature. 


To select the available options, simply do the following: 


e Press the Control Pad DOWN to move the 
blinking indicator to the next available 
position. 

e Press the Control Pad UP to move to move 
the blinking indicator to the previous position. 

mM ° Press SELECT to choose between the available 


options. 
Pressing START will exit the Game Setup Screen and lock-in the dis- 
played settings. 
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PRACTICE MODE 


NASCAR® CHALLENGE offers the player two different racing modes, 
Practice Mode and Race Mode. 


In Practice Mode, you basically learn each track by taking your stock 
car out for a test run. You may choose to race with either an auto- 
matic or manual transmission for your car, and choose the number of 
practice laps you wish to race. 


You then must select the Raceway you wish to practice. Please refer 
to the RACEWAY SELECTION section of this manual for a description 
of each Raceway. 


TRANSMISSION SELECTION 


On the Transmission Selection Screen, you can choose to equip your 
stock car with either a Manual or Automatic transmission. You may 
select either by doing the following: 


e Press the Control Pad UP to move the flash- 
ing frame to the manual transmission option. 

e Press the Control Pad DOWN to move the 
flashing frame to the automatic transmission 
option. 


Pressing START will exit the Transmission Selection Screen and lock- 
in the displayed settings. 
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LAP SELECTION 


On the Lap Selection Screen, you can select the 
number of laps (1-6) required to complete the 
current course. You may select this by doing the 
following: 


E (it) NASCAR. = 


NUNBER, UF CHP* 


e Press the Control Pad RIGHT to move the on-screen cursor to 
increase the number of laps. 

e Press the Control Pad LEFT to move the on-screen cursor to 
decrease the number of laps. 


Pressing START will exit the Lap Selection Screen and lock-in the 
displayed settings. 
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RACEWAY SELECTION 


During Practice Mode, you can choose from one of three tracks: 


Topeka Raceway 

t Hill ite Topeka Raceway, located in Kansas, is a favorite 

(SJ aaaeemrera isn among NASCAR drivers due to its overall design. 
Since this raceway contains many sharp turns, there 
is not much room for open acceleration on straight- 
i aways. The raceway's distance is 2.1 miles. 


Tee Northern California, is nestled amongst lush vine- 
yards and can provide a challenge to most experi- 
enced driver. Although the traffic patterns are usu- 


Da STR 


mur vee ally tight around the turns, the straightaways offer 


RACEWAY SELECTION 


more passing opportunities for drivers. This raceway's distance is 1.9 
miles. Oh by the way, did we forget to mention that we'll be racing 
in the twilight hours on this track? 


Seneca Raceway 
Seneca Raceway is located in Upstate New York : Jill NASGAR : 
overlooking a beautiful tapestry of lush forests and "te. 6 
gently slopping hills. Since the raceway boasts of 

many turns, it is essential to pick up as much speed 


DISTRAGE . (AIUES 


as possible on the straightaways. CUTS a 


Each turn should be entered as wide as possible due to the usual 
appearance of an opposite turn immediately following. The race- 
way's distance is 2.4 miles. 
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RACEWAY SELECTION 


When you select Race Mode, you may select one of the three individ- 

ual tracks that were available during Practice Mode, or choose to 

race the entire circuit. To start any of these options, simply do the 

following: 

# ¢ Press the Control Pad RIGHT to display the 
uit NASCAR = next available raceway option. 

satus © Press the Control Pad LEFT to display the 

previous raceway option. 


Pressing START will exit the Track Selection Screen and lock-in the 
displayed settings. 
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SIGNING IN 


On the Sign-In Screen, enter your name by doing the following: 


° Press the Control Pad UP or DOWN to move = SEH Ls pig 


the on-screen cursor to the letter directly re el “or i 
above or below the current position. H oO er nn 
0 QOnrmnS TU 

U Rett : 

e Press the Control Pad RIGHT or LEFT to move nosent{] 


the on-screen cursor to the letter directly to Ff 
the right or left of the current position. 


¢ Press the A Button to enter the currently selected letter. 


e Press START to complete the name entry process. 
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QUALIFYING 


In Race Mode, you will need to first qualify for a starting position 
before you can participate in the actual race. As in Practice Mode, 
you may choose either an automatic or manual transmission for your 
car. When racing to qualify, you will need to sign in and enter your 
name onto the roster of drivers. After you have entered your name, 
you must select either one of the three Raceways, or you may 
choose to race the Champion Series Circuit. Please refer to the 
Raceway Selection section for a description of each Raceway. 


7A 5 « At the start of each qualifying run, your qualify- 
Hi NASGAR : ing time will be displayed. Failure to match or 


GET READY) beat this time will result in your elimination from 


: [rine ro cent | AMR When racing the Champion Series 
. 1:08 = Circuit, you will need to qualify on each 
; ’ ges Raceway. If you do not qualify, you will be dis- 


*. qualified from the current race. 


THE COMPETITION 


Once you have successfully qualified for the upcoming race, your 
starting position will be displayed. In each race you will be compet- 
ing against the best drivers on today's NASCAR circuit including: 


¢ Jeff Burton ¢ Terry Labonte 
¢ Dale Earnhardt e¢ Mark Martin 
¢ Jeff Gordon ¢ Tony Stewart 
¢ Dale Jarrett ¢ Rusty Wallace 
¢ Bobby Labonte ¢ Your Name 


When you are at your starting position, the on- be we 
screen green flag will indicate when the race begins. 


Once you have completed the race, your current 
standing and points will be displayed. 


INSTRUMENTS 


Your NASCAR stock car is equipped with custom high performance 
instrumentation. The following are the details of your dashboard: 


Elapsed _‘ Tire Wear 
Race Track Radar Screen Time Indicator 


Shifter Area 


RPM Place # 
Raceway Radar 


This indicator reveals a top view illustration of the current Raceway 
denoting both the position of your car (shown as the blue icon), and 
the current leader (shown as the red icon). 
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INSTRUMENTS 


Tachometer 

The needle of this gauge indicates your engine's RPM's. When rac- 
ing with a manual transmission, you will need to know this informa- 
tion so that you will be able to shift gears to achieve the optimum 
engine performance. To achieve this optimum performance, shifts 
should be made when the needle has reached the 4 o'clock position 
of the gauge. 


Speedometer 
Although this indicator is generally not found in NASCAR stock cars, 
it will help you gauge your actual speed when taking turns. 


Clock 
This indicates the amount of time which has elapsed since the race 
began. 
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INSTRUMENTS 


Race Position 
This indicates your current position in the race. 


Lap Counter 
This indicators the number of laps you have completed. 


Gear Position (Only displayed with Manual Transmission) 

This indicator illustrates the current status of your manual transmis- 
sion. With a manual transmission, you shift up and down gears by 
pressing the Control Pad, UP or DOWN respectively. 


Tire Gauge 

This indicator illuminates when your tire wear has reached its recom- 
mended threshold. Once illuminated, you should enter the Pit Area 
as soon as possible to insure the optimum traction performance. To 
minimize tire wear, avoid racing on the Raceway shoulder. 
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START YOUR ENGINES 


When racing either in Practice Mode or Race Mode, you may operate 
the controls of your car as follows: 


Steering... 
¢ Press the Control Pad RIGHT to steer your car toward the right. 
e Press the Control Pad LEFT to steer your car toward the left. 


Shifting... 
e¢ When racing with a manual transmission, press the Control Pad 
UP or DOWN to shift to a higher or lower gear. 


Accelerating and Braking... 
¢ Pressing the A Button will cause your car to accelerate. 
¢ Pressing the B Button will apply your brakes. 


NOTE: Press START to pause and unpause your game. 
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THE PIT STOP 


Since your race is not hundreds of miles long, we gave the gas man 
the weekend off. However, you will need to watch your tire wear if 
you make it a habit of running into the edges of the track. (Of 
course one of the other drivers may give you a little push over there 
now and then.) 


You will know that your tires are starting to show signs of wear 
when the Tire Gauge Indicator on your dashboard is illuminated. 


When this occurs your top speed will be limited, 
and your car's handling will change. You should 
immediately enter the Pit Stop Area as soon as 
possible. To enter the Pit Area, steer your car 
into the black pit area denoted on the Raceway. 


THE PIT STOP 


In order to get a FAST time in the pits, you must 
slam on the brakes when the front of your car 
crosses the Brake Line. 


To stop your car in the Pit Stop Area, press the 
B Button. The closer you position your car to 
the service area, the faster your pit crew will be 
able to service your vehicle and put you back in 
the race! This is important because the time 
spent in the Pit Stop is added to your total race 
time. Every second counts! 


In the Pit Area, the following crew members will “4 
service your car: Jack Man, the Tire Carriers and 
the Front and Rear Tire Changers. 


POINTS 


At the conclusion of each race, points are awarded based upon the 
order of finish. The following denotes the points awarded for each 
of the top 25 positions: 


Ist = - 175 13th = =- 124 

Me NASCAR | 2nd - 170 14th =- 121 
sagen 3rd - (165 15th - 118 
ge 3 4th - 160 16th = - 115 
5th = - 155 17th = =- 112 

6th - 150 18th  - 109 

7th - 146 19th - 106 

8th - 142 20th =- 103 

9th - 138 21st  - 100 

10th = - 134 22nd - 97 

11th - 130 23rd - «(94 

12th = =- (127 24th - 91 
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TIPS AND HINTS 


¢ When turning, simply tap the Control Pad to turn instead of 
holding it and over-compensating. 


¢ When entering a turn, release the A Button for a moment to 
release the gas. This will tend to keep your car off the Raceway's 
shoulder. 


e In order to know that a turn is coming up.... Watch the turn 
indicators, which appear on the side of the track. You can also 
watch your car's position (Blue dot) on the Map indicator which 
will indicate your location on the Track. 


e Avoid racing on the shoulder of the Raceway as this will slow 
down your car considerably. Not to mention that it probably will 
require a Pit Stop to change tires. 


e Remember when driving directly behind another car, you can 
"Draft" their car to conserve fuel, then look for the opportunity to 
slingshot around them. 
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DRIVER MARKS 


¢ The likeness of the number 3 race car, the stylized #3 and the RCR checkered flag logo 
design are trademarks of Richard Childress Racing Enterprises, Inc. and are used under 
the license of Richard Childress Racing Enterprises Inc. The likeness of Dale Earnhardt 
and the #3 race car displaying the Richard Childress Racing Inc. trademark driven by 
Dale Earnhardt, and the Dale Earnhardt registered trademarks are used under the 
administration of Dale Earnhardt, Inc. 


¢ Licensed by Rusty Wallace, Inc. and Penske Racing South, Inc. 


¢ The "Exide" Trademarks,Roush Racing and Jeff Burton's name and/or likeness used by 
authority of Roush Racing, Livonia,MI. 


¢ The "Valvoline" Trademarks,Roush Racing and Mark Martin's name and/or likeness 
used by authority of Roush Racing, Livonia,MI. 


® 
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DRIVER MARKS 


¢ ©1999 Quality Care and Ford Credit are used under license from Ford Motor Co. 
Dale Jarrett and Robert Yates trademarks are used by permission of Action 
Performance Companies, inc. 


¢ ©1999 "Bobby Labonte™", "Joe Gibbs Racing®",#18™, "MBNA", “Interstate® Batteries", 
licensed under the authority of Redline Sports Marketing, Inc.,Huntersville,NC. 


¢ ©1999 "Tony Stewart™", "Joe Gibbs Racing®", #20™, "The Home Depot®", licensed 
under the authority of Redline Sports Marketing, Inc.,Huntersville,NC. 


¢ ©1999 J.G.Motorsports,Inc.The name and likeness of Jeff Gordon and the likeness of 
the #24 Dupont Automotive Finishes Chevrolet are used under license granted by 
J.G. Motorsports,Inc. 


e License granted by Kellogg Company and Hendrick Motorsports.™ 
©1999 Kellogg Company. 
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WARRANTY INFORMATION 


Majesco Sales Inc. warrants to the original consumer purchaser that this Nintendo Game Pak (PAK) shall be free from defects in material and workmanship for a period 
of 90 days from date of purchase. If a defect covered by this warranty occurs during the 90 day warranty period, Majesco Sales, Inc. will repair or replace the PAK, at its 
option, free of charge. 


To recieve this warranty service. 

1. DO NOT return your defective game to the retailer. 

2. Notify Majesco Sales, Inc. of the problem requireing warraty service by calling our Technical Support Department at (800) 826 0015, and leave a message. 

3. If the Majesco Sales, Inc. Service Representive is unable to solve the problem by phone, you will be provided with a Return Authorization number. Simply record 
this number on the outside packaging of your defective PAC, enclose your name, address and phone number, and return your PAK, FRIEGHT PREPAID AND 
INSURED FOR LOSS OR DAMAGE, together with your sale slip or similar proof of purchase (LPC code) within the 90-day warranty period to : 

Majesco Sales, Inc. 

160 Raritan Center Parkway (Suite 1) 

Edison, N.J. 08837 
This Warranty shall not apply if the PAK has been damaged by neglagence, accident, unreasonable use, modification, tampering, or other causes unrelated to defective 
materials or workmanship. 


Repairs/Service after Experation of Warranty 

If the PAK developes a problem requiring service after the 90 day period, you may contact the Majesco Sales, Inc. Technical Support Dept. at the phone number noted ear- 
lier. If the Majesco Sales Dept. is unable to to solve the problem over the phone, you may be informed of the approximate cost for Majesco Sales, Inc. to repair or replace 
the PAK, and provided with a Return Authorization number. Record this number on the outside packaging of the defective PAK and return the merchandise, FREIGHT PRE- 
PAID AND INSURED FOR LOSS OR DAMAGE, to Majesco Sales, Inc., and enclose a moneyorder payable to Majesco Sales, Inc. for the cost quoted to you. If after personal 
inspection, the Majesco Sales, Inc. Service Representive determines the PAK cannot be repaired, it wil be returned and your payment refunded. 


Warranty Limitations 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUPOSE ARE HEREBY LIMITED TO NINETY 
DAYS FROM THE DATE OF PURCHASE AND ARE UBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL MAJECO SALES, INC. BE LIABLE FOR COSEQUEN- 
TIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty lasts or exclusion of consequen- 
tial of incidental damages, so the above limitations or exclusion may not apply to you. This warranty gives you specific legal rights, and yoiu may also have other rights 
which vary from state to state. 
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